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FOREWORD 

Rule  43,  Michigan  Special  Education  Code 

"Specific  requirements  for  programs  for  the  visually  impaired  are  as 
follows:  .... 

(b)The  curriculum  shall  include  instruction  in  orientation  and  mobility, 
assistance  in  early  development  of  comprehensive  communication  skills 
and  prevocational  and  vocational  experiences." 

When  special  education  was  mandated  by  the  State  of  Michigan  in  1971, 
the  education  community  was  challenged  to  address  itself  to  providing 
vital  skills  of  orientation  and  mobility  to  the  visually  impaired  within  their 
school  systems.  The  realistic  need  for  such  skills  in  relation  to  the  personal 
fulfillment  of  the  blind  and  partially  seeing  was  not  to  be  denied.  But 
personnel  qualified  to  provide  such  skills  were  few  in  number,  and  teachers 
otherwise  skilled  in  the  education  of  the  visually  impaired  were  often 
found  to  be  insecure  and  inept  in  providing  pre-mobility  training,  as  well 
as  in  assisting  parents  in  this  regard. 

A  two-week  special  Study  Institute  was  held  in  August,  1974,  at  Battle 
Creek,  at  which  time  special  educators  worked  intensively  with  orientation 
and  mobility  specialists  in  developing  their  personal  skills  and  sensitivities, 
and  in  creating  techniques  of  communicating  vital  concepts  relative  to 
spatial  orientation  and  travel.  Out  of  this  institute  came  the  following 
collection  of  materials,  offered  here  for  the  enrichment  of  curricula  for 
visually  impaired  students  here  and  elsewhere. 


Foreword  (contd.) 

We  are  indebted  to  those  inspired  and  patient  tutors  who  comprised  the 
orientation  and  mobility  specialist  staff;  certainly  to  the  Institute  director, 
Richard  Drouillard,  who  made  it  all  "happen";  but  most  of  all  to  the 
plucky  participants-educators  who  went  under  the  blindfold  on  the  second 
day  and  perservered  beautifully  and  successfully  to  the  end  of  their  con- 
centrated training  session.  Both  groups  gained  insight  into  the  sharing  of 
the  responsibility  for  providing  a  total  and  effective  education  to  blind 
persons.  Their  commitment  cannot  be  captured  by  a  document  but  hope- 
fully will  be  caught,  and  happily  conveyed,  through  such  activities  as  are 
herein  described. 

Arselia  S.  Ensign,  Ph.D. 
Special  Education  Consultant 
Michigan  Department  of 
Education 


INTRODUCTION 

This  book  of  orientation  and  mobility  games  was  conceived  and  developed 
during  the  1974  Institute  for  teachers  of  the  visually  impaired  held  at  the 
Michigan  Education  Association  Conference  Center  near  Battle  Creek 
between  August  5  and  August  16,  1974.  The  institute  was  designed  to 
provide  instruction  in  travel  techniques  to  professionals  who  have  con- 
tinuing contact  with  the  blind.  Time  was  also  spent  in  group  activities 
designing  activities  to  develop  skills  and  awareness  in  the  young  persons 
these  professionals  would  later  be  working  with.  The  following  book  of 
games  Is  representative  of  the  activities  developed  by  the  participants  for 
their  own  use  at  a  later  time.  It  is  our  hope  that  these  offerings  will  assist 
you  who  work  with  the  visually  impaired  to  design  new  activities  for  your 
students  or  to  alter  already  familiar  games  to  include  movement  and  con- 
cept activities  helpful  in  the  development  of  good  orientation  and  mobility 
skills. 

Michigan  law  mandates  that  the  curriculum  for  a  visually  impaired  child 
include  Orientation  and  Mobility  training,  as  well  as  other  educational 
activities  not  strictly  academic.  It  is  a  fact  that  orientation  and  mobility 
training  encompasses  far  more  than  playing  a  few  games  or  participating  in 
short-term  workshops,  but  a  start  toward  developing  comprehensive  orien- 
tation and  mobility  services  must  be  made  somehwere.  A  youngster  who  is 
to  be  a  good  traveler  must  have  good  instruction,  the  support  of  parents 
and  teachers  alike,  and  the  desire  to  be  independent  -  which  of  course  is 
fostered  by  teachers,  parents,  and  peers.  The  "games"  and  activity  sug- 
gestions printed  in  this  book  are  by  no  means  intended  to  be  a  compre- 
hensive collection  or  curing  activities  for  specific  weaknesses  but  only  to 
give  you  who  deal  with  visually  impaired  children  on  a  regular  basis  ideas 
of  ways  in  which  you  can  make  everyday  activities  meaningful  to  the 
development  of  orientation  and  mobility  skills. 

I  believe  that  all  who  participated  in  the  institute  came  away  with  new 
skills  and  new  awareness  of  things  they  could  do  to  foster  the  development 
of  travel  and  independence  skills.  This  is  their  way  of  sharing  with  you 
their  interest  and  expertise.  If  in  some  way  even  one  child  becomes  a  more 
independent,  functioning  member  of  society  it  was  all  worth  it! 

Richard  C.  Drouillard 
Institute  Director 


MUSICAL  TEXTURES 
Paul  M.  Michalsen 

Age  Group:    Pre-school,  Early  Elementary. 

Purpose:         Development  of  tactual  discrimination  skills. 

Objectives:     1.  To  locate  and  match  textures. 

2.  Development  of  listening  skills. 

3.  Participation  in  competitive  activity. 

Materials:  1.  Pairs  of  texture  cards,  one  pair  for  each  child.  (Suggested 
materials  for  the  cards  are  carpeting,  sandpaper,  velvet, 
corduroy,  wire  screen,  shag  carpeting,  and  burlap.) 

2.  Record  player 

3.  A  march  or  other  lively  record. 

4.  A  chair  for  each  student. 

Delivery:  This  game  is  played  in  much  the  same  manner  as  musical  chairs. 
Each  student  is  given  a  texture  card.  The  matching  texture  cards  are  placed 
on  the  chairs  which  are  set  up  as  for  musical  chairs.  The  teacher  starts  the 
record  and  the  children  move  around  the  chairs  trying  to  locate  the 
texture  card  which  they  are  holding.  When  the  music  stops  each  child  sits 
in  the  chair  with  the  matching  texture  card.  Children  then  exchange  cards 
and  play  again. 

Scoring:  Ten  points  is  given  each  contestant  for  each  correct  match. 

Variation:  More  advanced  children  could  play  the  game  using  squares  of 
sandpaper  of  varying  coarseness  in  place  of  the  greatly  variant  textures 
used  for  younger  children. 
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HOP  SOCK 
Pam  Jacobson 

Age  Level:        Pre-school,  Early  Elementary,  Retarded  children  and  adoles- 
cents depending  on  ability. 

Objectives:        1.  Right-left  discrimination. 

2.  Following  verbal  direction. 

3.  Development  of  dressing  skills. 

4.  Competitive  play. 

Equipment:      1.  Gymnasium  or  large  activities  room. 

2.  Two  gym  mats  or  other  base  markers. 

3.  A  pair  of  socks  and  a  pair  of  boots  for  each  contestant. 

Directions:       1.  Divide  the  group  into  two  relay  teams.  Assemble  teams  at 
starting  mat . 

2.  Have  all  students  remove  shoes  and  socks. 

3.  Place  socks  and  boots  at  second  mat. 

4.  On  signal  from  the  teacher  the  race  begins. 

5.  The  first  person  in  line  races  from  the  starting  mat  to  the 
mat  with  boots  and  socks. 

6.  They  then  place  a  sock  on  the  right  foot  and  carry  a  sock  to 
the  next  student  in  line  waiting  at  the  starting  line. 

7.  The  second  student  then  puts  on  the  sock  and  races  to  the 
mat  to  put  on  the  left  sock  and  return  with  a  boot  for  the 
first  competitors. 

8.  Play  continues  until  all  students  have  boots  and  socks  on 
both  feet. 


Variations:       1.  Students  who  are  more  advanced  physically  could  hop  to 
the  mat  and  put  on  a  garment  and  hop  back  to  his  team. 

2.  Hats  and  coats  can  be  used  in  place  of  socks  and  boots. 

3.  Shirts  and  buttoning  or  jacket  and  zipping  skills  can  be 
included  for  more  advanced  students. 


FIND  IT! 

Anne  Smith 

Age  Groups:,  Pre-Primary,  Early  Elementary. 

Objectives:      1.  Develop  ability  to  move  efficiently,  successfully  and  safely 
within  the  school  room. 
2.  Review  premobility  skills  such  as  tactual  and  shape  dis- 
crimination. 

Procedure:  1.  Explain  that  children  are  to  see  how  fast  they  can  find 
certain  designated  shapes  (or  things)  about  the  room.  You 
might  want  to  use  a  point  or  reward  system  whereby  the 
one  with  the  most  at  the  end  of  the  game  is  the  "Champion 
Finder." 

A  "Champion  Finder"  hat  could  also  be  made  which  the 
winner  could  wear  the  rest  of  the  day. 

2.  Teacher  starts  game  by  saying  "Let's  see  who  is  first  to  find 
something  square!"  Then  continue  with  round,  triangular, 
and  so  forth.  Be  sure  to  say  it  is  sufficient  to  touch  the 
object  (like  a  square  table)  or  if  something  must  be  brought 
to  you. 

3.  As  each  shape  is  submitted,  allow  all  to  examine  it.  This 
helps  to  get  across  the  idea  that  the  one  word  "square"  can 

,  describe  a  vast  number  of  different  objects  of  varying  thick- 
ness and  sizes. 

Variations:  Depending  on  the  age  and  capabilities  of  the  group  other 
properties  may  be  included  in  the  description  of  what  to  find.  For 
example,  the  partially  sighted  children  may  well  be  able  to  seek  colored 
objects.  The  game  could  be  played  seeking  textures  (soft,  hard,  squishy, 
smooth,  and  so  forth.)  Weight  considerations  such  as  heavy,  light,  bulky, 
and  so  on  can  be  included.  The  concept  of  smaller  and  larger  can  be 
developed  as  well  by  finding  something  of  a  different  size  than  a  demon- 
stration object  which  the  teacher  provides. 
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SQUIRRELS  IN  THE  TREES 
Anne  Smith 

Age  Group:  Primary  Grades. 

Objectives:  1 .  Realizing  the  value  of  sound  as  clues  to  travel. 

2.  Practice  using  upper  hand-forearm  technique. 

Recommended:      Gymnasium  or  large  open  area. 

1.  Divide  group  so  that  there  is  one  more  "squirrel"  than  tree. 

2.  Have  "trees"  scatter,  keeping  "squirrels  together." 

3.  Say  "squirrels  are  afraid  of  thunder  go  find  a  tree  to  hide 
in."  At  this  point  "trees"  slap  their  legs  until  a  "squirrel" 
finds  them  through  sound  localization.  There  will  be  one 
squirrel  left  to  try  again  during  the  next  round. 

4.  "Trees"  and  "Squirrels"  change  places. 

Variations:  1.  Say  "there  is  a  bird  in  each  tree."  Squirrels  like  to  make 
friends  with  birds.  Go  find  them!  Now  "trees"  make  a 
"tweet-tweet"  or  whistle  sound. 
2.  Say  "It's  raining  out."  Squirrels  need  to  be  protected  from 
the  rain.  Find  those  trees,  squirrels!  "Trees"  make  swishing 
sound  by  sliding  their  feet. 
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CATCH 

Bev  Polay 

Age  Group:  Low  functioning  children.  Severely  mentally  impaired  and 
visually  handicapped. 

Goals:  To  teach  sound  localization  and  the  concept  of  right  and  left. 

Materials:  A  large  ball  with  a  bell  in  it. 

Procedure:  The  child  sits  on  the  floor  holding  the  ball.  The  teacher  walks 
around  the  child  to  either  side  and  says,  "turn  right  (or  left)."  The  child 
turns  and  faces  the  teacher  and  then  pushes  the  ball  to  her  or  him  and 
plays  catch.  This  is  repeated. 

As  play  progresses,  the  teacher  calls  the  child  and  asks  which  direction  the 
child  must  turn  to  face  the  teacher.  The  child  is  then  directed  to  turn 
toward  the  teacher  and  roll  the  ball  again. 
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TREASURE  HUNT 

Joanne  Zang 

Age  Group:  Six  on  up  (depending  on  how  sophisticated  the  teacher  wants 
to  make  the  tapes.) 

Purpose:  To  teach  the  student  to  remember  directions  and  then  use  them 
to  travel  independently  to  reach  particular  objectives. 

Materials:  Cassette  players,  cassette  tapes. 

How  to  Play:  The  teacher  makes  a  cassette  tape  with  specific  directions  on 
it  for  reaching  a  particular  point  or  object.  The  student  listens  to  the 
directions  and  then  turns  off  the  tape  and  proceeds  to  follow  them.  Upon 
reaching  his  destination,  the  student  turns  on  the  recorder  again  and  the 
tape  tells  him  where  to  find  a  treasure  and  then  gives  directions  for  the 

next  piece  of  treasure.  This  continues  for  as  many  treasures  as  the  teacher 
wants  with  a  large  box  for  all  the  "treasures"  at  the  end.  If  student  doesn't 
find  the  first  clue,  he  rewinds  the  tape  and  goes  over  it  again.  Game  may 
be  played  alone  or  in  competition  with  others  by  keeping  time. 
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SOUNDS  I  HEAR 

Diane  Hansen 

Age  Group:  Pre-School  and  Early  Elementary. 

Purpose:  Development  and  reinforcement  of  sound  localization 
skills. 

Specific  Objectives:    1.  Localization  of  sound. 

2.  Development  of  ability  to  walk  toward  and  touch 
a  sound  source  once  it  is  located. 

3.  Development  of  ability  to  roll-  or  throw  a  ball 
toward  the  sound  source  once  it  is  located. 

Directions;     1.  Children  are  directed  to  scatter  all  over  the  room  where  the 
game  is  to  be  played. 

2.  One  child  is  chosen  to  be  "It." 

3.  On  cue,  the  remaining  children  must  stand  in  their  fixed 
positions  and  begin  to  make  noise.  Each  child  may  use  bells 
or  some  other  noise  maker  or  may  clap  hands,  stamp  feet, 
whistle,  and  so  forth. 

4.  "It"  must  locate  each  child  in  the  room,  one  at  a  time.  He 
must  then  take  each  found  child  to  a  pre-arranged  location 
where  they  will  wait  for  the  other  children  to  be  caught. 

5.  When  all  children  are  caught  they  are  directed  to  sit  in  a 
circle  or  semi-circle  with  legs  extending  straight  ahead,  feet 
spread  apart  and  contacting  the  next  players  feet. 

6.  A  ball  is  given  to  the  person  who  was  "It." 

7.  To  a  silent  tactual  clue  from  the  teacher  a  student  in  the 
circle  makes  a  sound.  "It"  must  locate  the  sound  source 
and  roll  the  ball  toward  that  student.  If  the  ball  reaches  the 
sound  source  "It"  receives  a  point. 

8.  Play  continues  until  all  children  have  caught  the  ball  and 
returned  it  to  "It." 


Note:  The  above  game  may  be  divided.  Directions  one  through  four  con- 
situte  one  short  game.  Directions  five  through  seven  constitute  a  second 
short  game. 
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RING  THE  BELL 
Helen  Tretheway 

Age  Level:      Early  Elementary. 

Objectives:      1.  Sound  discrimination. 

2.  Sound  localization. 

3.  Auditory  training  and  auditory  memory  check. 

Procedure:  1.  Teacher  rings  a  small  bell  in  series  of  shorts  and  longs  or  in 
sequences.  She  then  asks  children  to  tell  how  many  times 
the  bell  was  rung,  how  many  short  rings,  how  many  long 
rings,  and  so  forth. 

2.  Teacher  asks  student  to  duplicate  the  pattern  of  rings  she 
made. 

3.  Teacher  rings  the  bell  at  a  place  in  the  room  then  puts  the 
bell  down  and  asks  a  student  to  locate  the  bell.  If  the 
student  finds  the  bell  he  has  a  chance  to  ring  the  bell  and 
hide  it.  A  new  student  then  attempts  to  find  the  bell. 
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TOUCH  AND  GO 

Sue  Banner 

Age  Group:     Pre-school  and  primary. 

Objectives:     1.  To  teach  use  of  cardinal  directions. 

2.  To  teach  the  child  to  orient  himself  through  the  use  of 
cardinal  directions. 

3.  To  teach  the  child  to  follow  a  simple  sequence  of  move- 
ments through  space  to  locate  a  specific  objective. 

Procedure:  Assemble  the  children  in  the  central  area  of  a  large  room  or 
open  space.  The  children  are  then  instructed  (for  example)  to  run  to  the 
north  wall,  fence,  or  other  object.  The  first  to  reach  the  target  wins.  As  the 
game  progresses,  the  complexity  of  directions  increases.  The  child  may 
(for  example)  be  instructed  to  touch  the  south  wall  and  go  to  the  south- 
west corner  as  his  skill  increases.  The  first  to  complete  the  given  sequence 
wins.  The  game  should  utilize  all  cardinal  directions. 
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KEY  TREASURE  HUNT 
Helen  Tretheway 

Age  Level:     Elementary 

Objectives:     1.  Familiarization  with  the  classroom. 

2.  Development  of  tactual  discrimination  for  size  and  shape. 

3.  Development  of  the  ability  to  manipulate  locks  of  various 
types. 

4.  Development  of  ability  to  follow  verbal  directions. 

Equipment:  1-  The  keys  to  several  drawers,  file  cabinets,  file  box,  suit- 
cases, and  other  possible  enclosures  should  be  assembled  on 
a  ring  or  in  a  box. 

2.  Some  sort  of  "treasure"  such  as  a  balloon,  candy,  or  other 
trinket  should  be  hidden  in  one  of  the  locked  locations. 

3.  Directions  to  reach  the  location  of  the  treasure  may  be 
brailled  or  given  verbally. 

Procedure:     1.  Student  is  given  the  box  or  ring  of  keys. 

2.  The  teacher  gives  the  student  the  directions  by  which  he 
can  locate  the  treasure. 

3.  The  child  must  then  travel  to  the  location  described  and 
then  locate  the  appropriate  key  and  open  the  lock  giving 
him  access  to  the  treasure. 

Variation:  If  you  are  really  convincing  the  school  administration  may 
allow  short  term  use  of  keys  to  cupboards,  unused  rooms,  closets  and  so 
forth  throughout  the  school.  This  is  more  exciting  for  older  students  and 
offers  more  opportunity  to  expand  the  environment  and  develop  skills. 
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TOUCH  MY  TOES 

Pam  Jacobson 

Age  Level:     Pre-school,  Early  Elementary,  Retarded  children  at  low  ability 
levels. 

Objectives:     1.  Right-left  discrimination. 

2.  Following  verbal  direction. 

3.  Body  part  identification. 

Equipment:   1.  M  &  NTs  or  other  tangible  reward  for  correct  response. 
2.  Ball,  Block,  Box,  or  other  small  object. 

Procedure:     1.  Students  are  directed  to  sit  in  a  circle. 

2.  Place  the  "reward"  in  the  center  of  the  circle. 

3.  Teacher  directs  the  play  providing  a  task  for  each  student. 
For  example,  the  student  might  be  directed  to  "Touch 
Annie's  toes,"  "Touch  John's  right  arm,"  or  "Touch 
Nancy's  left  hand,"  and  so  forth. 

4.  A  reward  is  given  for  each  correct  response. 

Variation:  Each  child  can  be  given  an  object  which  can  be  placed  in 
different  locations  on  direction  from  the  teacher.  For  example,  the 
children  could  be  directed  to  put  the  block,  key,  coin,  etc.,  in  front  of, 
behind,  to  the  right,  to  the  left,  behind  the  right  hand,  and  so  forth.  A 
small  reward  is  given  for  the  correct  responses. 
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"BZZZZ" 

Pam  Jacobson 

Age  Group:     Pre-primary,  Primary,  Blind-retarded,  severely  impaired  of  any 
age. 

Objectives.      1.  Sound  localization. 

2.  Auditory  discrimination. 

3.  Elementary  counting. 

Equipment:     1.  Buzzer  on  buzzer  board. 
2.  Large  room. 

Procedure:  1.  Students  are  broken  into  two  teams  and  lined  up  as  if  for  a 
traditional  relay.  They  are  positioned  with  their  backs 
against  one  wall.  The  teacher /game  director  positions  them- 
self  across  the  room  at  the  opposite  wall  with  the  buzzer 
board. 

2.  Students  are  instructed  to  take  baby  steps  or  short  steps  for 
short  buzzes.  Giant  steps  or  long  steps  for  long  buzzes.  For 
example,  one  short  sound  allows  one  individual  to  take  a 
short  step.  One  long  buzz  allows  one  long  or  giant  step. 
Combinations  of  short  and  long  may  be  used. 

3.  First  to  reach  the  sound  source  is  the  winner. 

4.  As  skill  increases  student  can  square  off  with  the  wall  near 
the  sound  source  and  return  to  "home"  base  by  the  same 
method. 
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ELEMENTARY  BODY  PARTS  GAME 
Katherine  Mark 

Age  Group:  Pre-school,*  Early  Elementary. 

Materials:  Balloons  for  each  player.  Strings  attached  to  the  balloons  and 
tied  to  player's  wrist. 

Object:  Player  must  hit  the  balloon  with  different  parts  of  his  body. 

Method:  One  player  calls  out  the  part  of  the  body  that  he  wants  the  other 
players  to  use  when  they  hit  the  balloon.  Each  player  calls  out  the  body 
part  after  he  hits  the  balloon  with  that  body  part.  After  all  players  have  hit 
the  balloon  with  the  designated  body  part  then  the  "It"  player  chooses  a 
new  caller  and  the  game  is  repeated.  Indicated  body  parts  could  be  head, 
nose,  chin,  ear,  finger,  thumb,  fist,  elbow,  shoulder,  hip,  knee,  etc. 
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SHAPE  ESCAPE 
Clare  S.  Michalsen 

Age  Group:    Pre-school  through  early  emementary. 

Objectives:     1.  To  locate  objects  systematically. 

2.  To  recognize  objects  through  tactile  clues. 

3.  To  develop  shape  discrimination. 

4.  To  develop  listening  skills. 

5.  To  participate  in  a  competitive  game. 

6.  To  develop  a  consistent  and  efficient  method  for  locating 
dropped  objects. 

Materials  Needed:  The  following  wooden  shapes:  circle,  square,  triangle, 
rectangle,  star,  or  cross  are  suggested. 

Procedure:  Pre- School:  The  child  listens  as  a  wooden  shape  is  dropped  to 
the  floor.  He  will  then  walk  to  the  area  where  the  object  has  come  to  rest 
and  retrieve  the  shape  while  demonstrating  the  proper  technique  for 
locating  a  dropped  object.  That  is,  he  should  protect  himself  using  hand 
and  forearm  technique. 

Scoring:  10  points  awarded  for  locating  the  object.  5  bonus  points 
awarded  for  correctly  identifying  the  shape  of  the  located  object.  First 
child  to  accumulate  50  points  is  the  winner. 

Procedure:  Early  Elementary:  The  child  listens  as  six  wooden  shapes 
(circle,  square,  triangle,  rectangle,  star,  cross)  are  dropped  to  the  floor.  The 
shapes  must  be  retrieved  in  the  above  order.  For  example,  if  the  triangle  is 
located  first  it  must  be  left  in  its  place  until  the  circle  and  square  are 
retrieved. 

Scoring:  10  points  awarded  for  each  object  located  in  proper  sequence. 

Variation:  The  game  may  be  simplified  or,  a  time  element  may  be  intro- 
duced by  awarding  points  if  a  shape  is  located  in  "X"  number  of  seconds. 
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FOUR  SQUARE 
Carol  Crosson 

Age  Group:  Primary- Early  Elementary. 

Purpose:  Sound  Identification. 

Procedure:  Four  students  are  paired  up  and  seated,  facing  each  other.  A 
fifth  student  is  designated  score  keeper.  Objects  that  make  some  sort  of 
noise  (e.g.  ball  with  a  bell,  a  piece  of  wood,  metal,  plastic,  etc.). 
Score  keeper  stands  in  middle  of  group  and  drops  an  object  in  front  of  one 
student  -  if  student  correctly  identifies  object,  he  or  she  gets  one  point. 
Objects  may  then  be  dropped  in  different  areas  of  the  room  and  points 
given  for  proper  description  of  the  location  of  the  article.  For  example, 
descriptions  such  as  on  my  left,  on  my  right,  behind  Sally,  in  front  of  Joe, 
North  of  Sally,  West  of  Lucille,  etc. 
Winner  is  the  one  with  most  points. 

(This  game  could  also  be  adapted  to  teach  cardinal  directions.) 
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"ARE  YOU  A  SQUARE"? 
Pat  Rosen 

Age  Group:  Special  Education,  Pre-school  through  teens. 

Purpose:  Development  of  ability  to  discriminate  shapes  such  as  square, 
triangle,  rectangle,  hexagon,  and  so  forth. 

How  to  Play:  Start  with  a  square.  Use  four  children  for  corner  points  of  a 
square  and  run  a  rope  around  the  outside  of  their  bodies,  with  them 
holding  the  rope.  The  rope  could  be  marked  off  with  knots  so  it's  the  same 
distance  between  the  child.  Instructor  should  tell  each  relay  team  what 
shape  they  will  be  running  in. 

Have  two  relay  teams.  One  starting  at  child  A  and  running  around  the 
square  to  B,  C,  and  D  and  back  to  A.  The  second  relay  team  starting  with 
child  D  and  running  to  C,  B,  and  A  and  back  to  D. 

Variations:  Change  shapes  and  use  a  child  for  each  shape  with  a  corner, 
such  as  for  a  triangle,  use  three  children  for  three  corners.  Use  the  same 
length  of  rope  to  change  shapes.  For  different  shapes  have  one  child  at  a 
time  go  around  the  shape  and  time  each  one  to  see  who's  the  winner.  You 
also  can  teach  left  and  right  discrimination  or  compass  directions  by 
adapting  this  game. 
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DIRECTION  DETECTION 

Barb  Taylor 

Age  Group:    Elementary 

Objectives:     1 .  To  teach  directions  and  directionality. 

2.  To  understand  North  from  a  point  of  reference  in  the 
room. 

3.  To  understand  North,  South,  East,  and  West. 

4.  To  understand  opposites. 

5.  To  learn  to  travel  in  a  straight  line,  with  a  physical  contact 
(mat .) 

6.  To  extend  the  straight  line  beyond  the  physical  contact  out 
into  space. 


How  to  Play:  Arrange  four  gym  mats  in  the  following  pattern  with  about 
5'  opening  in  center  as  illustrated. 


WEST 


& 


EAST 


North  -  Bowling  Pin 
South  -  Block 
East  -  Cup 
West  -  Sponge 


SOUTH 
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Direction  Detection  (contd.) 

How  to  Play:  Place  a  bowling  pin  just  beyond  end  of  North  mat:  square 
block  at  end  of  South;  a  plastic  cup  at  East;  and  a  sponge  at  West. 

1.  Begin  by  teaching  the  child  where  the  north  mat  is  and  finding  object  at 
end  of  mat. 

2.  Teach  opposite  evaluation  and  locate  object  at  end. 

3.  Time  the  runs  to  retrieve  objects  and  let  child  work  against  own  time  to 
improve  skill. 

4.  Expand  by  teaching  East  and  opposite  West,  locating  objects. 

5.  When  two  or  more  children  know  directions,  it  becomes  a  competitive 
game,  each  racing  against  time  and  each  other. 

A.  Give  each  of  two  children,  a  direction  (not  North)  but  have  both 
facing  North.  When  starting  signal  is  given,  then  begin  by  locating 
proper  mat  and  then  object  at  end.  Student  to  retrieve  the  object 
first  is  the  winner. 

B.  When  more  than  two  children  play,  the  winner  sits  out  and  a  new 
competitor  enters  the  game. 

Expansion:  As  children  learn  their  directions,  move  objects  away  from  end 
of  mat  increasing  distance  until  they  reach  walls  of  room.  Eventually 
remove  the  mats  so  that  there  will  be  no  tactual  clues  available  to  assist  the 
youngster.  They  will  then  have  to  depend  on  auditory  clues  and  other 
skills  which  they  have  developed. 
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'TEAM  CAGE  BALL" 
Karen  Pinter 

Age  Group:     Third  grade  and  up. 

Objectives:  1.  The  children  should  be  able  to  locate  the  ball  after  it  is 
kicked  in  order  to  move  toward  it  developing  sound  orien- 
tation. 

2.  The  children  should  know  at  which  compass  direction  their 
team  is  located  and  in  which  direction  to  go  in  order  to 
locate  their  opponents,  developing  directionality  concepts. 

3.  Development  of  team  participation  skills. 

How  to  Play:  1.  The  children  are  lined  up  in  the  shape  of  a  square,  each  side 
of  the  square  comprises  a  team  and  is  named  by  the 
direction  at  its  back. 

2.  The  cage  ball  is  placed  in  the  center  of  the  square. 

3.  The  teams  are  numbered  with  a  like  number  on  each  team. 

4.  Each  player  assumes  the  crab  walk  (back  is  to  the  floor 
with  arms  and  legs  under  body  to  boost  the  back  off  the 
floor).  Other  crawl  positions  may  be  used. 

5.  The  game  director  calls  a  team  by  its  directional  name  to 
begin  the  play. 

6.  Every  child  from  that  team  moves  toward  the  center  to 
kick  the  ball  over  any  of  their  opponents'  side,  to  score  a 
point. 

7.  The  players  on  the  sides  try  to  protect  their  side  by  kicking 
the  ball  away. 

8.  When  a  point  is  won,  all  players  return  to  original  position 
on  the  square  and  a  new  number  is  called. 

9.  The  team  with  the  most  points  wins. 
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SMELLAVISION  RELAY 
Joel  Anderson 

Age  Group:     Elementary. 

Objectives:      1.  Reinforcement  of  orientation  and  mobility  skills. 

2.  Practice  in  memorization  of  a  prescribed  route. 

3.  Practice  in  the  use  of  the  sense  of  smell  by  identifying 
specific  materials. 

4.  Competitive  play. 

Equipment:     1.  An  olfactory  "Sniff"  kit. 

2.  Braille  directions  from  various  locations  to  objectives. 

Procedure:       1.  Two  teams  of  two  to  four  players  are  formed. 

2.  Each  player  is  given  a  piece  of  paper  with  a  route  con- 
taining points  A,  B,  and  C.  He  must  memorize  the  route.  He 
must  also  memorize  the  scent  he  is  to  identify. 

3.  Each  player  assumes  a  starting  position  at  point  A  of  his 
route. 

4.  To  begin  the  relay,  each  player  must  move  from  his  starting 
position  at  point  A  to  point  B. 

5.  Upon  reaching  point  B,  each  player  must  identify  a  certain 
material  by  its  scent  from  a  selection  of  several  materials. 

6.  He  must  then  pick  up  the  container  in  which  it  is  stored 
and  continue  to  point  C. 

7.  At  point  C,  each  player  relays  his  container  to  the  next 
player,  who  is  at  his  point  A.  The  first  team  to  end  the 
relay  with  the  proper  containers  wins. 
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SNIFF 

Carol  Kidd 


Age  Group:    Middle  grades. 


Objectives:     1.  To  help  the  students  learn  to  identify  smells  in  his  environ- 
ment. 
2.  Location  of  specific  objectives  in  the  room. 

Procedure:  Pick  a  category  of  smell  (flowers,  fruit,  spices,  etc.).  Place 
various  scented  items  or  vials  of  scent  around  the  room.  Give  the  students 
a  time  limit  in  which  to  work.  Designate  where  items  are  located  and 
observe  for  proper  travel  technique  and  search  patterns.  Students  are  to 
find  as  many  smells  as  possible  in  the  time  given.  They  should  list  the  scent 
and  the  location  in  which  it  was  found.  Player  to  identify  most  scents  and 
locations  wins. 

Variations:  Bring  in  unusual  smells  and  see  who  can  identify  the  largest 
number  of  them.  A  smell  down  (exactly  like  a  spelldown,  but  using  smells 
instead  of  words)  could  be  held. 

Note:  Smell  strips  can  be  obtained  from  3— M  company  and  could  be  used 
in  place  of  actual  items.  Spices  and  other  scented  materials  may  be  kept  in 
small  medicine  bottles  and  kept  in  a  "kit"  so  the  game  could  be  quickly 
and  easily  set  up. 
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ORIENTATION  AND  MOBILITY  TREASURE  HUNT 

Scott  Storslee 

Purpose  of  Game:  To  reinforce  the  technique  of  trailing,  upper  hand  and 
forearm  use,  squaring  off,  taking  a  direction,  use  of  landmarks,  and 
memorization  of  school  hallways  and  rooms.  These  skills  should  already  be 
known  and  used  by  the  student(s).  Prior  instruction  in  these  skills  should 
have  been  given  by  an  Orientation  and  Mobility  Specialist  or  qualified 
classroom  teacher  of  the  visually  impaired. 

Description  of  Game:  This  game  can  be  played  by  one  or  more  students  of 
early  elementary  level.  It  can  be  timed  if  desired.  Directions  can  be  given 
orally  or  on  a  brailled  "Clue  Sheet."  For  example,  the  clue  might  read,  "I 
am  where  you  go  to  fill  your  hungry  stomach  at  noon."  This  clue  can  be 
given  verbally  to  students  when  braille  reading  skills  are  not  yet  proficient. 
The  student  then  leaves  the  classroom  followed  by  the  teacher  who  will 
observe  techniques  and  give  the  next  clue  and  necessary  directions  when 
the  cafeteria  door  is  reached.  The  number  of  destinations  can  be  varied 
according  to  the  places  the  student  is  already  able  to  travel  to.  The  teacher 
should  not  assist  except  to  correct  improper  traveling  techniques  and  give 
the  succeeding  clues  upon  arrival  at  the  stated  objective.  A  small  treasure 
can  be  located  at  the  final  destination.  This  could  be  a  tangible  reward  or 
simply  some  object  which  the  player  could  identify. 

Comment:  Paths  of  travel  may  differ  for  individual  students,  but  as  long  as 
proper  techniques  are  maintained  this  is  acceptable  and  discussion  can 
begin  on  these  differences  after  each  child  has  had  his  turn.  Perhaps  agree- 
ment could  be  reached  on  the  best  course  of  travel  between  two  points.  A 
grand  prize  or  extra  privilege  could  be  given  to  the  winner  when  the  game 
is  timed  and  more  than  one  play. 

Variations:  1.  When  other  traveling  skills  have  been  introduced  such  as 
"diagonal  cane"  or  cane  "touch  technique"  the  game  can 
be  changed  to  include  these  disciplines.  It  is  understood 
that  the  touch  technique  is  taught  only  by  an  Orientation 
and  Mobility  Specialist,  though  the  classroom  teacher  may 
supervise  the  game  and  hopefully  comment  on  improper 
techniques. 
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Orientation  and  Mobility  Treasure  Hunt  (contd.) 

2.  The  game  can  be  altered  to  include  moving  outside  the 
school  building  and  moving  about  a  familiar  environment. 
When  this  occurs  it  is  best  that  the  Orientation  and 
Mobility  instructor  supervises. 

3.  When  familiarization  is  limited  to  the  immediate  classroom, 
clues  can  be  given  that  direct  students  to  different  points 
within  the  room. 
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ORIENTATION  AND  MOBILITY  GAME 
Kathy  Hunt 

Age  Group:        junior  high  and  high  school. 

Objectives:     1.  To  reinforce  skills  using  cardinal  directions  as  related  to 
body  position. 
2.  To  improve  ability  to  maneuver  turns  of  45°,  90°,  180°,  and 
360°accurately. 

Procedure:  Review  cardinal  directions  of  North,  South,  east,  and  West. 
Include  northeast,  northwest,  southeast,  and  southwest  and  relate  to 
objects  in  the  room:  eg.  blackboard  is  on  the  west  wall,  flag  stands  in  the 
northwest  corner,  etc.  Review  also  45°,  90°,  and  180°,  and  360*tums. 
Teacher  then  directs  students  to  make  a  turn  and  point  to  a  given 
direction:  e.g.  "Turn  90° to  the  left  and  point  to  south.  (Students  should 
have  begun  by  all  facing  a  given  direction.)  Specify  a  time  limit  for  replies. 
All  correct  answers  receive  points  or  other  reward.  Designated  number  of 
points  wins.  Decrease  allowed  time  as  game  progresses. 

Variation:  Student  imagines  himself  to  be  in  the  center  of  a  clock  face. 
12:00  is  alsways  straight  ahead,  6:00  to  the  rear,  3:00  to  the  right,  and 
9:00  to  the  left.  After  making  a  given  turn  teacher  will  indicate  one  of 
those  four  times.  The  first  reply  correctly  gets  the  point,  (e.g.  Facing 
North)  "Make  a  180°turn.  Where  is  6:00?"  (Answer  NORTH).  Remember 
12:00  always  stays  straight  ahead,  -  the  directions  will  change. 
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"SWEET  16" 
Paul  Czosnowski 

Age  Group:  Adaptable  for  all  ages. 

Purpose:  Multi-skill  assessment. 

Needs:  Minimum  of  two  instructors  and  a  large  space  (gym,  multi-purpose 
room,  etc.)  Sixteen  stations  are  set  around  the  room.  Each  station  has  a 
particular  activity.  For  very  young  players,  fewer  stations  are  set  up.  As 
ability  and  age  increase  the  stations  increase  to  "Sweet  16."  The  game 
begins  by  one  player  running  toward  a  "noise  making"  instructor.  When 
the  player  reaches  the  instructor  he  declares  the  area  as  station  #  1 .  The 
activity  is  then  explained  by  the  instructor.  The  student  performs  the 
activity  and  then  he  proceeds  to  station  #  2.  While  the  player  was 
following  his  directions  the  instructor  is  marking  his  success  on  a  checklist. 
The  player  follows  directions  for  each  station  and  moves  around  until 
reaching  the  last  declared  station.  One  instructor  covers  odd  stations  while 
the  other  covers  the  even  which  allows  time  to  keep  ahead  of  the  player. 
Activities  may  be  as  simple  or  complex  as  desired  and  can  be  varied  daily. 
In  this  game  the  players  are  racing  the  clock.  A  tangible  reward  may  be 
used  if  desired.  Once  the  course  of  stations  is  completed  an  assessment  is 
made  to  determine  strengths  and  weaknesses. 

Game  Layout:  See  illustration  following.  (Suggestion  only,  layout  may  be 
altered  to  suit  needs.)  Layout  is  changeable  according  to  teacher,  size  of 
room,  age  and  abilities  of  players. 

Stations:  1.  Step  forward  3  steps.  Turn  west,  walk  4  paces.  Turn  south, 
hop  3  times.  Turn  east,  crawl.  Stop.  Face  north,  student 
should  be  where  he  began.  Run  to  station  #2. 

2.  Various  textured  materials  are  placed  on  floor.  Locate  and 
pick  each  up.  Identify  and  put  into  matching  container. 

3.  Do  10  jumping  jacks. 

4.  Slip  into  jackets,  slip  off.  Hang  on  hanger. 

5.  Turn  left  do  the  "Bear  Walk"  to  #  6. 

6.  Put  gloves  on.  Put  boots  on  while  still  wearing  gloves. 
Remove. 

7.  Hop  on  one  leg  in  a  circle. 
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Sweet  Sixteen  (contd.) 

8.  Measure  height  from  chart  on  wall.  Tell  instructor  how  tall 
you  are. 

9.  Roll  on  floor. 

10.  Put  right  hand  on  left  knee. Maintaining  this  position  run  to 

#11. 

11.  Put  left  hand  on  right  knee.  Maintaining  this  position  run  to 
#12. 

12.  Do  10  sit  ups  and  proceed  to  #  13. 

13.  Put  sweater  on  another  person,  button  and  unbutton. 
Remove  sweater.  Continue  to  #  14. 

14.  Jump  up  and  down  5  times  with  hands  in  pockets. 

1 5.  Identify  2  similar  objects  from  a  selection  of  objects. 

16.  Locate  rug  or  mat.  Crawl  to  end  of  mat,  passing  under  a 
table.  At  the  end  of  mat  stand  up  and  run  to  where  you 
started. 

Time! 

These  are  only  but  a  few  activities,  the  list  is  limited  only  by 

your  imagination  and  the  capabilities  of  the  customers. 
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"SWEET  16" 
DIAGRAM  SHOWING  STATIONS 
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BALL  HANDLING  SKILLS  WITH  MUSIC 
Muf  Fazenbaker 

Age  Group:     Upper  elementary  through  high  school. 

Objectives:      1.  Body  movement,  both  free  and  controlled. 

2.  Development  of  muscular  co-ordination. 

3.  Development  of  laterality. 

4.  Development  of  spatial  relationships. 

5.  Develop  understanding  of  game  of  basketball. 

Area:  Large,  obstacle  free  room  such  as  multi-purpose  room  or  gym. 

Lead-Up  Activities:  Talk  about  the  "Harlem  Globetrotters"  and  describe 
their  warm-up  activities  and  spectacular  basketball  handling  skills.  Describe 
how  this  affects  fitness  and  co-ordination. 

Equipment:    1.  Ball  for  each  participant. 

2.  Record  player. 

3.  Assortment  of  records. 

Procedure:      1.  Orient  students  to  the  area  where  the  activity  will  take 
place . 

2.  Choose  simple  skill  for  younger  children.  Increase  com- 
plexity with  age  and  ability. 

3.  Show  each  individual  the  particular  ball  handling  skill. 
Skills  may  be  selected  from  those  that  follow  or  use  your 
own  ideas.  Discuss  and  make  a  "trial  run"  to  be  sure  every- 
one understands  his  task. 

4.  Select  music  to  co-ordinate  with  movement.  Music  should 
have  a  good  lively  beat  but  not  too  fast. 

5.  Demonstrate  the  skill  with  the  music.  Review,  make  trial 
run  with  music. 

6.  Time  and  monitor  students,  (e.g.  Dribble  ball  for  two 
minutes  without  mistake.) 
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Ball  Handling  Skills  with  Music  (contd.) 

Skills  List:     1.  Dribbling  ball  with  two  hands. 

2.  Dribbling  ball  with  left  or  right  hand  only. 

3.  Dribbling  ball  with  alternate  hands. 

4.  Dribbling  ball  forwards. 

5.  Dribbling  ball  backwards. 

6.  Dribbling  ball  behind  back. 

7.  Tossing  ball  up  in  air  and  catching. 

8.  Holding  ball  in  one  hand,  while  walking. 

9.  Holding  ball  over  head. 

10.  Holding  ball  to  right  then  moving  it  to  left. 

1 1.  Moving  ball  around  waist. 

1 2.  Moving  ball  around  knees  and  legs  together. 

13.  Moving  ball  through  legs. 

14.  Sitting  on  ball. 

1 5.  Jumping  with  ball  in  both  hands. 

1 6.  Holding  ball  and  making  circles  in  front  of  self  with  arms 
extended. 

Advanced  Skills:  Floor  patterns  can  be  used  in  conjunction  with  the  ball 
handling  skill.  For  example,  the  students  might  be  directed  to  dribble  the 
ball  while  walking  in  a  square  pattern.  Other  suggestions  are: 

1.  Jumping  in  a  circle  while  holding  the  ball  in  both  hands. 

2.  Turning  body  in  various  degree  turns  while  manipulating 
the  ball.  e.g.  Turn  360*  while  dribbling. 

3.  Moving   side    to    side,   or    forward   and    backward  while 
bouncing  ball. 
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COMPASS  BATTLE 
Jeffrey  Bray  man 

■« 
Grade  Level:  Upper  elementary,  Junior  High  through  adult. 

Objectives:     1.  Experience  with  using  the  concept  of  the  relative  position 
of  objects  within  the  cardinal  directional  system. 
2.  Practice  in  giving  compass  directions. 

Equipment:  1.  Playing  board:  The  board  is  constructed  of  a  piece  of 
masonite  peg  board  (approximately  18"  x  18")  supported 
in  table  like  manner  by  four  legs  (approximately  7"  high). 
The  board  is  marked  on  all  four  sides,  assigning  the 
directions  North,  South,  East,  and  West.  The  top  of  the 
board  becomes  the  surface  of  the  ocean,  the  underside  is 
below  the  surface.  (See  accompanying  illustration.) 

2.  Boats:  A  destroyer  and  a  submarine  cruise  the  board.  These 
can  be  constructed  from  a  length  of  1/8"  wooden  dowel 
rod  which  will  fit  snugly  into  the  holes  of  the  playing 
board.  Tape  is  wrapped  around  the  rods  to  prevent  them 
from  dropping  through  the  board  to  the  opposite  side.  The 
boats  will  cruise  on  opposite  sides  of  the  board;  the  des- 
troyer on  top,  the  submarine  underneath.  (See  illustration). 

3.  Weapons:  The  destroyer  deploys  a  depth  charge  in  trying  to 
destroy  the  submarine.  The  submarine  shoots  a  torpedo  at 
the  destroyer.  The  weapons  are  also  made  of  dowel  rod, 
long  enough  to  protrude  through  the  board.  (See  illus- 
tration). 

4.  Tactual  Dice:  Two  dice  are  required  for  play. 

The  Play:  1.  Players  chose  their  boat,  becoming  either  the  captain  of  the 
sub  or  the  captain  of  the  destroyer.  They  place  their 
playing  piece  (boat)  anywhere  on  the  board,  sub 
underneath  and  destroyer  on  top. 

2.  The  sub  captain  throws  the  dice  to  begin  the  game.  Play  is 
passed  back  and  forth  following  the  start. 

3.  The  dice  are  thrown  and  the  player  must  move  his  boat  the 
number  of  holes  indicated  on  the  lower  die  in  one  direction 
only.  For  example,  if  a  5  and  a  3  are  thrown  the  player 
must  move  his  boat  3  spaces  North,  South,  East  or  West. 
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Compass  Battle- (contd.) 


4.  Once  the  location  of  the  boat  is  established  the  captain 
then  shoots  his  weapon  the  number  of  spaces  indicated  on 
the  higher  die.  Following  the  example  above,  the  captain 
would  send  his  weapon  5  spaces  North,  South,  East  or  West 
from  his  new  location. 

5.  After  the  weapon  has  been  deployed  the  captain  of  the 
"target"  boat  must  describe  how  close  the  weapon  came  to 
his  boat.  Again  following  the  example  above,  the  sub 
captain  has  moved  3  spaces  and  shot  his  torpedo  5  spaces. 
The  destroyer  captain  can  feel  the  torpedo  protruding 
through  the  board  and  must  tell,  after  examining  the  board, 
where  the  torpedo  surfaced.  For  example,  the  torpedo 
might  be  10  holes  North  and  5  holes  West  of  his  destroyer. 
This  is  called  the  "Compass  Readout." 

6\  The  destroyer  captain  then  takes  his  turn  with  the  dice  and 
moves  in  the  same  manner  on  the  top  of  the  board. 

7.  Double  Numbers:  When  either  player  throws  a  double  num- 
ber the  two  captains  must  change  seats  thus  altering  his 
compass  orientation  to  the  board. 

8-  Collision:  If  both  boats  land  in  the  same  hole  it  is  a 
collision  and  both  boats  sink.  Play  must  begin  anew. 

9.  The  Kill:  Whenever  a  weapon  enters  the  same  hole  as  the 
opponent's  boat  occupies,  forcing  it  out  of  the  hole  the 
boat  sinks  and  the  aggressor  wins  the  game. 


PLAYING  BOARD  SHOWING 
PLAYING  PIECES 


DESTROYER 


DEPTH 
CHARGE 


A    SUBMARINE 

ft  a 


TORPEDO 
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ORIENTATION  AND  MOBILITY 

BASIC  SKILLS  CHECKLIST 

FOR  YOUNG  CHILDREN 

I.   Body  Awareness 

1 .  Has  child  discovered  his  body  and  clothing? 

2.  Does  child  engage  in  sensory  exploration  of  body  and  objects 
with  hands,  mouth,  and  other  body  parts? 

3.  Does  child  respond  to  his/her  name? 

4.  Can  child  locate  source  of  tactile  stimulation  on  his/her  body? 

5.  Can  child  identify  gross  body  parts  on  self? 

6.  Can  child  identify  gross  body  parts  on  another  person  or  doll? 

7.  Can  child  identify  common  fine  body  parts  on  self  (e.g.  hair, 
nose,  fingers,  elbow,  shoulder)? 

8.  Can  child  identify  fine  body  parts  on  another  person  or  doll  (e.g. 
hair,  nose,  fingers)? 

9.  Can  child  manipulate  his/her  body  to: 

crawl  under  objects 
climb  over  large  objects 
climb  into  small  spaces 

10.  Can  child  identify  his/her  body  planes  (e.g.  front,  back,  side)? 

11.  Can  child  identify  the  body  planes  of  another  person  (e.g.  front, 
back,  side)? 

12.  Can  child  place  objects  in  relation  to  the  3  planes  of  his/her  body 
(e.g.  front,  back,  side)? 

13.  Can  child  manipulate  the  limbs  of  a  doll  or  another  person  upon 
request  (e.g.  Wiggle  Sally's  finger.")? 

II .       Concepts 

1.  Does  child  understand  simple  size  concepts  (e.g.  big,  little;  tall, 
short)? 

2.  Does  child  understand  simple  position  concepts  (e.g.  up,  down; 
in,  out;  in  front  of,  in  back  of)? 

3.  Does  child  understand  simple  concepts  of  movement  (stop,  go, 
fast,  slow)? 

4.  Does  child  understand  simple  concepts  of  sequence  (e.g.  before, 
after,  next)? 
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Orientation  and  Mobility  Basic  Skills 
Check  list  for  Young  Children  (contd.) 

5.  Is  child  beginning  to  understand  the  characteristics  of  various 
objects  (e.g.  A  tree  is  permanent  and  a  chair  is  movable  and  not 
alive)? 

III.  Environmental  Awareness 

1.  Does  child  know  the  arrangement  of  furniture,  and  location  of 
doors,  stairs  within  the  familiar  rooms  of  his/her  home? 

2.  Does  child  have  an  understanding  of  where  things  belong  within 
his  home  (e.g.  toys  go  in  playroom,  food  found  in  kitchen)? 

3.  Does  child  use  auditory  cues  to  orient  himself  within  the  home 
(e.g.  associates  the  sounds  of  the  T.V.  with  the  family  room)? 

4.  Does  child  use  olfactory  cues  to  orient  himself  within  the  home 
(e.g.  associates  cooking  odors  with  the  kitchen)? 

5.  Does  child  use  tactual  cues  to  orient  himself  within  the  home 
(e.g.  linoluem  means  he/she  is  in  the  bathroom,  kitchen;  carpet 
means  he/she  is  in  the  living  room)? 

6.  Does  child  know  the  arrangement  of  his  yard  (e.g.  sandbox, 
swings)? 

7.  Does  child  use  auditory  cues  to  orient  himself  outdoors  (e.g. 
traffic  sounds  means  he/she  is  near  a  street)? 

8.  Does  child  use  olfactory  cues  to  orient  himself  outdoors,  (e.g. 
smells  of  bakery,  flowers,  garbage  can)? 

9.  Does  child  use  terrain  cues  to  orient  himself  outdoors  (e.g.  grass, 
sidewalk,  gravel)? 

10.  Can  child  develop  awareness  of  rooms  outside  the  home? 

IV.  Travel  Skills 

1 .  Can  child  trail  a  wall? 

2.  Does  child  know  his/her  way  around  a  familiar  room  of  his 
home? 

3.  Can  child  climb  stairs  safely,  up  and  down? 

4.  Can  child  travel  between  familiar  rooms  of  his  home? 

5.  Can  child  travel  between  his  yard  and  house  without  assistance? 

6.  Can  child  locate  a  specific  doorway  or  other  specific  landmark 
and  state  he  has  done  so  (e.g.  This  is  the  door  to  my  classroom.)? 
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Orientation  and  Mobility  Basic  Skills 
Check  List  for  Young  Children  (contd.) 

7.  Can  child  travel  independently  within  his/her  classroom? 

8.  Does  child  know  his  way  around  his/her  school  yard? 

9.  Can  child  travel  independently  from  the   classroom  to  other 
familiar  rooms  in  the  school  (e.g.  lunchroom,  bathroom)? 
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VISION  INSTITUTE  1974 
STAFF  AND  PARTICIPANTS 


Mr.  Richard  Drouillard,  Director 
Oakland  Schools 
2100Pontiac  Lake  Road 
Pontiac,  MI  48054 

Staff 

Mr.  David  Bucklin 

Orientation  &  Mobility  Specialist 

Livonia  Public  Schools 

Mrs.  Sharon  Bucklin 
Orientation  &  Mobility  Specialist 
Northville  Public  Schools 

Mr.  James  Carrick 

Orientation  &  Mobility  Specialist 

Macomb  Intermediate  School  District 

Mr.  Vaughn  Coolman 
Orientation  &  Mobility  Specialist 
Dekalb,  Illinois  60115 

Mr.  John  E.  Thomas 
Orientation  &  Mobility  Specialist 
Detroit  Public  Schools 

Graduate  Assistants  -  Western  Michigan  University 

Ms.  Cathie  Gilmer 

Ms.  Jean  Hale 

Mr.  Sam  Hines 

Mr.  Terry  R.  Lugenbeal 

Mr.  Hirokazu  Shibata 

Mr.  Gerry  Shier 

Mr.  Kenneth  W.  Smedley 
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Vision  Institute  1974  Staff  and  Participants  (contd.) 


Participants 

Mr.  Joel  Thomas  Anderson 
Teacher  Consultant/Visually  Impaired 
Riverside  Junior  High  School 
Grand  Rapids,  MI  49505 

Mrs.  Susan  C.  Banner 
Teacher  Counselor/Visually  Impaired 
Van  Buren  Intermediate  School  District 
Lawrence,  MI  49064 

Mr.  Jeffrey  Brayman 

Greater  Detroit  Society  for  the  Blind 

1401  Ash 
Detroit,  MI  48208 

Ms.  Carol  S.  Crosson 

Recent  graduate  Eastern  Michigan  University 

Mr.  Paul  Czosnowski 
Teacher  Consultant/Visually  Impaired 
Berrien  County  Intermediate  School  District 
Berrien  Springs,  MI  49103 

Ms.  Margaret  Fazenbaker 
Teacher  Counselor/Visually  Impaired 
Durant  Tuuri  Mott  School 
Flint,  MI  48504 

Mrs.  Diane  Hansen 

Teacher  Counselor/Visually  Impaired 

Steele  Junior  High  School 

Muskegon,  MI  49442 
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Vision  Institute  1974  Staff  and  Participants  (contd.) 


Ms.  Kathy  Hunt 

Resource  Teacher/Visually  Impaired 
Battle  Creek  Central  High  School 
Battle  Creek,  MI  49016 

Mrs.  Pamela  E.  Jacobson 
Teacher/Visually  Impaired 
L.W.  Fraser  School 
Minneapolis,  Minnesota  55423 

Ms.CarolJ.Kidd 

Teacher  Consultant/Visually  Impaired 
Kalamazoo  Valley  Intermediate  School  District 
Kalamazoo,  MI  49003 

Ms.  Katherine  Mark 
Teacher/Partially  Seeing 
O.W.  Holmes  School 
Detroit,  MI  48210 

Mrs.  Clare  S.  Michalsen 
Occupational  Therapist 
McKinley  School 
Port  Huron,  MI  48060 

Mr.  Paul  M.  Michalsen 
Teacher/Physically  Impaired 
Port  Huron  High  School 
Port  Huron,  MI  48060 

Ms.  Karen  Pinter 

Student  Eastern  Michigan  University 

Ms.  Bev  Polay 

Guardian  Home  and  School  Therapist 
Kalamazoo  Valley  Multihandicapped  Center 
Kalamazoo,  MI 
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Vision  Institute  1974  Staff  and  Participants  (contd.) 


Mrs.  Pat  Rosen 

Assistant  Instructor /Visually  Handicapped 

L.W.  Fraser  School 

Minneapolis,  Minnesota 

Ms.  Anne  C.  Smith 
Teacher/Visually  Impaired 
Brookside  Elementary 
Grand  Rapids,  MI  49507 

Mr.  Scott  Storslee 

Teacher  Consultant  /Physically  Impaired 
Lenawee  Intermediate  School  District 
Adrian,  MI 

Mrs.  Barbara  Taylor 

Teacher  Consultant /Visually  Impaired 

Handley  School 

Saginaw,  MI  48602 

Ms.  Helen  Tretheway 
Teacher/Visually  Impaired 
Handley  School 
Saginaw,  MI  48602 

Mrs.  Joanne  Zang 
Special  Education  Teacher 
Harbor  Beach  Elementary 
Harbor  Beach,  MI 
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THE  BEGINNING 
GOOD  LUCK! 


Jacobus  tenBroek  Library 
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